
























































































At the start of each round, exile four dice.
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At the end of each round, exile one poison 
token.
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If all       are covered, add      to a hero.
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Roll dice for only half (rounded up) of 
each type of stat icon.
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Any 3s rolled are immediately discarded.
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BASIC SKILLS

If choosing a peril option would cost more than       
   , reduce it to     .

Gain      3      3.
DOUBLE STRIKE
INVENTIVENESS
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BASIC POTIONS

Increase two dice by 1 each.
Before you roll to Resist Poison, automatically 
succeed instead.
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Deal 1 damage to the Phoenix if all     
are covered, 0 otherwise.2

Phoenix


